
You have applied to become an apprentice 
to the famous wizard. The great mage has 
begun your training, but as Halloween 
night draws near, your teacher has 
mysteriously vanished! Could this be some 
kind of test? Either way, you must face the 
monsters that will soon appear in large 
numbers, demanding all sorts of treats. 
And you have only learnt the candy spell 
yet...

Game Rules
GAMEPLAY

Battle monsters, rather cute ones though, 
that embody different phobias. Gain as 
many victory points as you can by 
driving them away and collecting lots of 
jack-o’-lanterns! 

Chase off the tiny black ghosts that cause 
bad dreams. From time to time, you may 
try a candy spell who knows, such a 
charm might just make things better... 

The game is played in 5 rounds. Each round 
begins with a preparation phase, then the 
monsters arrive – and the smash-bash 
begins! Once per round, you may sneak into 
the Wizard’s house to try casting a candy 
spell. The battle ends when no one can, or 
wants to, take any more actions. The round  
ends with scoring the battlefield.

Play treat cards to gain monster cards 
(and the victory points on them) – but 
only if the card matches the monster’s 
colour and the treat matches what the 
monster wants!

These cards may also bring extra surprises – 
some good, some not so good: they might 
unleash ghosts against you or reward you 
with bonus tokens or jack-o’-lanterns. 
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SETUP

•	 Place the game board at the edge of the 
play area.

•	 Sort the jack-o’-lantern tokens and 
place them at the top of the board.

•	 Shuffle the grey bonus tokens face down, 
then reveal 5 and place them one by one 
at the bottom of the board. Leave the rest 
face down beside the board.

•	 Shuffle the monster cards (regardless of 
the colour of their back) and place the 
deck face down at the edge of the play 
area.

•	 From the top of the monster deck, take 
5 cards to create a small deck, also face 
down, and place it next to the main 
deck. These 5 cards will serve as round 
markers, referred to in the rules as the 
small draw deck.

•	 Place the black starting player card, with
the piercing-eyed Monkeycat facing up,
to the right of the small round-marker
deck.

•	 Shuffle the treat cards and make a draw
deck.

•	 Pile up all the white candy tokens and
the black ghost tokens.

•	 Each player chooses a player colour and
takes the matching scroll token and 3
player markers.

	 Each player also takes 2 white candy 
tokens.

	 Choose a starting player (for example, 
the one who had a nightmare most 
recently) and give them the small black 
starting-player token showing the 
Monkeycat face.

You are now ready for the big smash-bash!

 GAME VARIATIONS 

Once you know the rules, you can also play 
the game in simplified version or solo mode. 

These are described at the end of the 
rulebook.
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PREPARATIONS

1. HAND LIMIT
Before the first round, each player draws 
4 treat cards from the deck. 

Before every later round, refill your 
hand to 4 treat cards – unless a 
modifier on a monster card you 
just gained changes this number 
(to higher or lower).

2. THE   OUTPOST
Take cards from the main monster deck one 
at a time, without turning them over, and 
place them (still face down) in a row next to 
the Monkeycat card (that will represent the 
starting player). The number of cards placed 
in the row depends on the number of players: 
none with 1–2 players; 
1–2–3–4 cards with 3–4–5–6 players. 

3. THE  EXCHANGE  MARKET
Before the first round, flip a number of 
treat cards equal to the number of players 
(but at least 3) next to the treat deck. 
(This is the pre-round exchange market.) 
Before each later round, add new cards to 
the 3-card display from the previous round  

When everyone has made a decision 
(to exchange or pass), discard the cards 
from the exchange market to a discard 
pile. (Any candy tokens left on them are 
lost.) Then turn over 3 new cards from 
the treat deck – always 3 cards, regardless 
of player count. This becomes the treat 
card display for that round.

Each player turns their recently gained 
monster cards (if any) face down to form 
a victory deck. From now on, any 
monsters you get in the new round must 
be placed face up in front of you. 

Each player takes back their scroll token 
from the game board (if used in the previous 
round), as well as their player markers from 
the Monkeycat card. 

When the final round begins (the last card 
of the small draw deck is placed into the 
row), flip the Monkeycat card to its other 
side, showing jack-o’-lanterns.

5. THE MONSTERS  ARE HERE!
Reveal monster cards to form a row, 
according to the chart below (based on the 
number of players):

(if needed) to build an exchange market 
again. (If any candy tokens are on the 
remaining cards, leave them in place.)

4. CARD EXCHANGE

At the beginning of the round, each player 
looks at their hand and, in turn order, 
decides whether to exchange 1 of their 
cards for a card from the exchange market. 

If you do, take the chosen card, then put 
the card you want to dispose of in its place, 
face up.
If the chosen card has any candy tokens on 
it (left over from the previous round), take 
those as well.

When should you exchange a card?

In the preparation phase, the monsters are 
not visible yet, but you can glimpse the 
colour of some of them: the back of the 
monster cards give you a hint about which 
colours will be needed against the upcoming 
monsters.
Of course, you can also take a card just 
placed on the exchange market by another 
player. If you do not want to exchange, pass 
(you cannot re-enter later).

Total No. of cards  Outpost Small draw deck Main draw deck

  1   4 = 0 + 1 + 3

  2   4 = 0 + 1 + 3

  3   6 = 1 + 1 + 4

  4   7 = 2 + 1 + 4

  5   9 = 3 + 1 + 5

  6   10 = 4 + 1 + 5

Once the monsters of the round have been revealed, the 
starting player begins the second phase.
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THE SMASH-BASH 

•	 Play a card to a monster in the row
or

•	 Go to the Wizard’s house (if you
have not been there this round)

or
•	 Pass and take no further actions in

the rest of the round.

A PLAY A CARD
During the smash-bash, you may place a 
treat card at the top or bottom edge of a 
monster card. The monster is immediately 
chased away once a card has been placed in 
both positions.

You may play a card in the row of monsters 
if you have a treat card that matches a 
monster card (same colour and same treat), 
and there is still space at the top or bottom 
edge of the monster card.

When you play a treat card, you 
must also place one of your 
player markers on it. (If you 
have none left, you cannot play a 
card.)

 Instant evaluation

Once a card has been placed to both sides of 
a monster during the smash-bash, evaluate 
it immediately. The winner is the owner of 
the treat card with the higher value (1-12). 
Resolve the evaluation in the following order:

1. The loser gets the bonus* of their own
treat card.

2. The winner gets the bonus of their
own treat card plus the bonuses* of
the monster card, and also takes the
monster card itself (keeping it face up
until the end of the round).

3. Discard the used treat cards.

4. Place the used player markers on the
Monkeycat card.

5. Draw a new monster card from the
main deck to replace the one just taken.

* Card bonuses are explained on page 10.

A second treat card played to a monster 
may be of higher or lower value than the 
one already there, and both cards may 
belong to the same player.

You may play any colour and type of treat 
card to the Monkeycat – but only if its 
value differs from that of the first card 
played there, if any. The Monkeycat is 
evaluated only at the end of the round, 
regardless of when the two treat cards are 
placed next to it, and both players 
(winner and loser) receive the bonus of 
their own treat card, as usual.

B VISIT THE WIZARD’S HOUSE
Once per round (and only once!) you 
may enter the Wizard’s house and cast a 
candy spell to gain extra treat cards, 
improving your chances against the 
monsters. In this case, instead of playing a 
card, do the following:

1.	 Place your scroll token
next to the game board
(the Wizard’s room).

2.	 Discard at least 
1 treat card
from your hand.

3.	 Take 1 candy token for
each discarded treat card.

Monster card: Treat card:

1. Card value

2. Card bonus

3. Discard value

1. Monster point value

2. Bottom left bonus

3. Bottom right bonus

1. Card colour

2. Treat type

 ANATOMY OF CARDS

start player monster card.indd   1
start player monster card.indd   1

2025. 07. 25.   12:58:112025. 07. 25.   12:58:11

 Battle for the Monkeycat

Treat cards can also be 
played to the Monkeycat. 
The player who gains 
control of the Monkeycat 
becomes the starting 
player for the next round. 
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On your turn, choose one of three options:
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You must then cast at least 1 spell using 
the scrolls on the Wizard’s table. You may 
cast more than one spell – even all three – 
but only in the right order (1–2–3), and 
each spell costs candy. 

1. For 1 candy token: replace all three
cards in the display (any candies on
them go back to the supply).

2. For 2 candy tokens: draw a card
from the top of the deck.

3. For 2 candy tokens: take 1 card from 
the display (place your candies on 
each of the remaining two cards,and 
immediately refill the display with a 
new card in place of the one you took).

No player marker is used when entering the 
Wizard’s house.

C PASSING
If you have already played all three of your 
player markers in the current round, you 
must pass. However, you may also choose 

to pass earlier, for any reason. Once you 
pass, you cannot take any more actions 
that round. Place your remaining treat 
cards, if any, face down in front of you.

BATTLEFIELD EVALUATION 
The round ends when all players have 
passed. Next, evaluate the current state of 
the battlefield strictly from left to right, 
starting with the Monkeycat.

The starting player token goes 
to the player who placed the 
higher-value card to the 
Monkeycat. If only one card 
was placed there, the card's 
owner automatically wins. 
If no treats were given to the 
Monkeycat, the starting player 
remains the same for the next 
round. Players receive the 
bonuses due for their winning 
or losing treat card..

For monster cards still on the battlefield, 
the winner is the player whose card is the 
only one played to that monster. This player 
takes the monster card, both of its bonuses, 
and the bonus of their treat card.

Keep the monster cards you gained in the 
current round face up in front of you. 

If any monsters remain on the battlefield 
without treats, move them into a discard 
pile next to the monster deck.

If this was the last round, the final scoring 
begins.

FINAL SCORING

Turn the game board over to reveal the 
Wizard’s second room and track the 
scores with the tools provided there.

4.	 Each player places one of their player
markers on the “0” space of both long
parchments (ones and tens). Then
follow the scoring order shown on the
books at the bottom of the board:

5. Add up the point values of 
your monster cards and 
mark the total on the two 
parchments (tens and ones).

6. Add to the result the points
earned from collecting jack-
o’-lanterns (see Appendix 1
on page 10).

7. Add to the result the points
earned on your bonus
tokens (still in front of you).
(See page 12).

8. Add 1 point for every
2 remaining candy tokens.

9. Subtract 2 points for each
ghost token you still have.

The result is your final score. The wizard 
apprentice with the highest score is the 
winner. In case of a tie, the one with more 
monster cards wins. If still tied, they share 
the victory.
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The scrolls let you do the following:
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APPENDIX 1 

JACK-O’-LANTERNS
During the game, certain monster cards 
grant you a jack-o’-lantern bonus, as shown 
on the card. If so, take a token of the 
matching colour from the top of the board. 
(If no token of that colour is left, you cannot 
gain the reward.)

Collecting a number of different jack-o’-
lanterns can earn you up to 11 points at the 
end of the game. The method of scoring 
jack-o’-lanterns is displayed on both sides of 
the game board. You may compile multiple 
sets during the game.

Bonus tokens showing jack-o’-lanterns 
also count towards your sets. In addition, 
the player who holds the starting player 
token at the end of the game (i.e., has won 
the Monkeycat card with its jack-o’-lantern 
side facing up) may count with 1 extra jack-
o’-lantern of any colour. (However, a set 
can never exceed 5 tokens, as there are only 
5 pumpkin colours in the game). 

APPENDIX  2

CARD BONUSES

Card bonuses are resolved at the moment 
when the cards are evaluated on the 
battlefield. For example, if the monster 
card would give you a ghost token, but the 
bonus on your played (winning) treat card 
lets you discard one, you simply do not take 
the ghost token given by the monster card. 

In rare situations, icons that prohibit card 
bonuses may cancel each other out. In such 
cases, evaluate them in the order most 
favourable to the player.

If a bonus icon requires you to discard an 
item that you do not have, simply ignore 
the penalty.

Example: The Purple player has collected 
3 green, 2 orange, 2 grey, and 1 black token. 
These can be arranged into 3 sets of 
different colours, which score as follows:

Take 1 candy token. Every 2 candy 
tokens you have left at the end of 
the game are worth 1 point.
Take a bonus token of the given 
letter from the board. Draw a new 
one from the supply to replace it.

You get 1 extra treat card for the 
next round.

You get 1 fewer treat card for the 
next round.

Discard 1 candy token from your 
stock.

Discard 1 jack-o’-lantern of your 
choice from your stock.*

Take a jack-o’-lantern token of the 
given colour (this is a black one). 
Sets of different colours score 
points at the end of the game.

Discard 1 of your ghost tokens.

The bonus of the treat card 
you played does not apply 
(ignore it).

The lower left bonus of the 
monster card you gained does 
not apply.

The lower right bonus of the 
monster card you gained does 
not apply.

* If a bonus requires you to discard a jack-
o’-lantern, you must not (and do not have 
to) discard a jack-o’-lantern bonus token. 
However, if a card bonus requires you to 
discard a grey bonus token (and you have 
no other choice), you must discard such 
grey token with a jack-o’-lantern icon on 
it.

7 
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You may choose to convert a grey bonus 
token – if it can be converted to a matching 
physical component – at the moment you get 
it (e.g., exchange it for a jack-o’-lantern token 
or a candy token). Later, you may include 
jack-o’-lantern bonus tokens in your collection, 
and you may spend a candy bonus token as if it 
were a candy token, but they always remain grey 
bonus tokens while in your possession.

Take a ghost token. Each ghost 
token is worth –2 points at the end 
of the game (if you still have it)!

Discard a grey bonus token of 
your choice from your stock.
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APPENDIX 3

BONUS TOKENS
All grey bonus tokens provide one-time 
abilities, but you may use more than one at 
the same time.

SOLO GAME 
The setup in a solo game is the same as in 
a two-player game. You will simulate the 
actions of the artificial opponent (automa)  
in a simplified way and try to defeat it.

At the beginning of the game, choose your 
preferred difficulty level:

Easy level: give the opponent  
an advantage of 5 points; 

Standard level: give 10 points;

Hard level: give 15 points.

In every case, you start the first 
round of the five (place the 
Monkeycat tile in front of you). 
Later, however, the automa may 
take it from you – and of course, 
you can win it back.

Choose a player colour for both of you. The 
automa does not need a scroll token but 
starts with 2 candy tokens. Deal 4 treat cards 
to each of you. Place the automa’s cards in a 
face-down deck in its play area.

PREPARATION PHASE:  The 
automa only swaps cards 
from the exchange market if 
there are candy tokens on any 
of them. If there is more than 
one, it chooses the card with 
the higher value. The automa 
does not take the card or discards any 
card from its own deck; it only collects the 
candy token and discards the card – rather 
than picking it up as usual. After the 
exchange phase, continue as normal: 
discard the remaining exchange market 
cards and replace them with 3 new ones.

 THE SMASH-BASH: Your turn is 
played exactly as in the multiplayer game. 
On the automa’s turn, flip the top card 
of its deck. 

Discard a ghost token from your stock 
immediately, or keep this bonus token 
for later and use it when needed.

Bonus tokens with a treat icon can be 
used in two ways:

If placed on the treat card you are 
playing, it overwrites the card’s 
colour and treat type. 

If placed on the monster card when 
you play a treat card to it (only 
allowed if no other treat card has yet 
been played to that monster), it 
overwrites the monster’s colour and 
treat icon. From then on, only a treat 
card matching the new situation can 
be used to win the monster.

Place this bonus token on the treat 
card you are playing to increase its 
value by 5. Note: the two cards 
played to the same monster must 
never be of the same value! 

Discard this bonus token to play 2 
treat cards in your turn, even to the 
same monster. You must place a 
player marker on each.

Take 1 or 2 candies (as the icon 
shows), or use this bonus token for 
spells. If you still have it at the end of 
the game, it counts as candy in the 
final scoring. 

Try to keep it until the end of the 
game as this bonus token is worth 
points (1 or 2, as the icon shows).

Use this one-time ability when 
playing a card. Place it on your treat 
card and ignore the card’s bonus.

If a card bonus gives you a specific 
bonus token, you may instead take one 
from a neighbouring stack (stack 'e' is 
considered adjacent to 'a' in this case).

Never play two treat cards of the 
same value to the same monster! 

 The player’s starting set:

 The automa’s starting set:Counts as a jack-o’-lantern of the given 
colour, or you may immediately 
convert it into a jack-o’-lantern token 
of that colour.
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If the card matches the demand of a 
monster, play it immediately. When 
playing a card, the automa follows this 
priority:

It always tries to play the card to a 
free monster card of the highest 
value.

If no monster is free, it plays the card 
where it can win the clash.

If no such option, it plays the card to 
a monster where it has already 
placed one.

If no such option either, it plays the 
card to any matching monster.

Whenever a monster has two cards placed 
next to it, immediately evaluate the 
situation and reveal a new monster card.

If the automa’s first card does not match 
any monster, draw the next card from its 
deck. Continue until a card can be played 
following the rules above.

If none of the four cards can be played, 
discard the last two cards and draw a new 
one from the deck. Without looking at it, 
place it face down in the automa’s play area, 

and put the remaining cards on top of it, 
face down. Once the automa has changed a 
card in this way, its turn ends and you are 
next. 

The automa may repeat this type of card 
change as long as it still has at least two 
cards. (It never draws from the display, it 
does not spend candies on card exchange and 
does not refresh the display.) If the automa 
no longer has 2 cards to do the exchange 
and cannot play any card correctly, it must 
place its last card next to the Monkeycat card 
if space is available. (If not, the card remains 
with the automa unplayed).

The automa uses player markers on its cards 
just like you do. Once it has no markers left, 
it cannot play any more cards.

 BATTLEFIELD EVALUATION: It takes place 
when neither player has any actions left. 
This is done in the same way as the instant 
evaluation during the game and exactly as 
in multiplayer mode.

Throughout the game, the automa collects 
everything it can collect and discards 
everything it can discard; however, it 
never converts its grey bonus tokens, so 
these are left in their original form.

When the automa has to discard anything, 
apply the following priorities if possible 
(on its behalf):

If a jack-o’-lantern is discarded, 
choose one which it has a duplicate.

If a bonus token is discarded, 
follow this order of priority: treats 
first, then abilities, then single 
candies, then double candies, then 
jack-o’-lanterns, then 1-star tokens, 
then ghost busters, and finally 2-star 
tokens.

If the automa has gained a monster 
card that modifies the hand limit 
(originally 4 cards), draw its cards 
accordingly at the beginning of the 
next round.

If the automa wins the fight for the 
starting player card, hand over the 
black Monkeycat token.

FINAL SCORING

At the end of the game, calculate the 
automa’s score in the same way as your own, 
but remember to add the 5-, 10- or 15-
point advantage according to the chosen 

difficulty level, and also add 3 points for 
every 2 bonus tokens with a candy or 
ability icon that the automa still has.  

Can you defeat the artificial opponent? 
Try again with different difficulty levels!
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EASY GAME MODE
Set up the game as in normal mode, but 
without ghost tokens, jack-o’-lanterns, 
bonus tokens, scroll tokens and the 
game board. In this version, players will 
use their 3 player markers, the monster 
card and treat card decks, and the candy 
tokens. However, no one receives any 
candies at the start. Gameplay follows the 
normal rules, with a few important 
exceptions:

Ignore the bonus icons on the cards 
– only the colour and value of the
monsters and treats matter.

If cards have been played to both 
sides of a monster card, at the 
evaluation the losing player gets 
1 candy as compensation, while the 
winner takes the monster.  

Whenever you cannot, or choose not 
to, place a treat card next to a 
monster, you may discard exactly 2 
treat cards and, in exchange, either 
take 1 from the 3-card display or 
draw 1 from the treat deck. You 
may do this multiple times in a 
round, as long as you still have at 

least 2 cards to discard. Each time you 
do so, your turn immediately ends, 
and you may only play a card on your 
next turn. 

The winner of the Monkeycat, in 
addition to becoming the next 
starting player, also gets 1 candy (for 
playing the higher-value card). The 
loser receives nothing. At the end of 
the game, the Monkeycat tile is worth 
+1 point to its owner.
At the start of each round, players 
must always replenish their hand  
to 4 cards.
For final scoring, each player first 
adds up the value of their monster 
cards, then adds the value of their 
remaining candies (now each candy is 
worth 1 point), and finally the owner of 
the Monkeycat adds +1 point to their 
total.

The player with the highest score wins.

In the event of a tie, the points earned on 
monster cards will decide.




